REBEL ALLIANCE 


X-Wing Tour of Duty: 
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ith the destruction of the Death Star, the Alliance has 
achieved a tremendous victory, but at a great price. 

The Rebel Base on Yavin has been discovered by the 
Empire and retaliation is certain. Now, the Alliance 
begins a new quest; the search for a new base. 

Combing the galaxy for a suitable location, it is hoped this 
new base will be the springboard for large scale assaults on the 
Empire, but many dangers still lurk in the vacuum of space... 

Welcome back! We trust your leave was relaxing. Now back to 
matters at hand. The Yavin base is almost completely evacuated 
and you're assignment is to join the recon missions to find a 
location for the new Alliance base. This pamphlet contains all 
necessary information to get you started towards that goal. As 
with all Alliance documents, this information is confidential, and 
unauthorized possession or use is considered treason. 


CONTENTS 


Troubleshooting 


LOADING INSTRUCTIONS 


Installing Imperial Pursuit on your Hard Drive 

To install X-Wing Tour of Duty: Imperial Pursuit on a hard drive, first boot 
your machine. Then: 

1. Insert “Disk 1” in drive A or B. 

2. Type a: then press RETURN. Your computer will respond with the prompt 
A:\>. (If you are running the program from drive B, type b: and press RETURN. 
Your computer will respond with the prompt B:\>.) 

3. Type install and press RETURN. 

4. Follow the on-screen instructions to install Imperial Pursuit. 

5. To play the new Tour of Duty, start X-Wing using the normal method. 


TOUR INSTRUCTIONS 


We lost a lot of good pilots taking out the Death Star, so you who are left are 
going to have to be twice as good. Now listen up. It is imperative we find a new 
base, but our first job is to get the Yavin base evacuated safely. 

Beginning Imperial Pursuit 

To begin X-Wing Tour of Duty: Imperial Pursuit: 

1. After registering at the desk on board the /ndependence, select the door to 
the left to enter the Spaceport. 

2. Select the desk to the right on the upper level of the Spaceport. 

3. Click on the arrows until Tour IV is displayed. 

4. To “ENTER TOUR” click on the door to the right, (or click on the left to 
“EXIT TOUR DESK”). 

You will go to the BRIEFING ROOM to prepare for your next Tour of Duty 
mission. The briefing procedure is identical to previous tours. Note: A successfully 
completed Tour mission may be replayed as an Historical Combat mission. 


MERIT CASE 


It seems your uniform got pretty crowded with medals, ribbons, and patches 
during your last few tours. Well, that’s alright. We’ve assigned each pilot a Merit 
Case to hold any new decorations they receive. 


Viewing a Merit Case 

To view merits awarded in Imperial Pursuit: 

1. At the registration desk, click on Merits below the Pilot Information, or from 
the Pilot Assignment screen, click on the locker to View Medals. 

2. To view the new merits, click on Merit Case. To return to Registration or 
Pilot Assignment, click on Exit. 

3. From the Merit Case, to return to the uniform, click on View Uniform. To 
return to Registration or Pilot Assignment, click on Exit. 

4. To read a description of a merit, place the pointer over the desired award. 

5. To exit the Merit Case press RETURN or click a button. 
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TOP ACE PILOT 


Flying with a quality wingman is as important as being a good pilot yourself. 
We've just had a new Ace assigned to your squadron. He’s seen a lot of action so 
feel free to request him to help on a mission if you want someone with some 
battle savvy around. 


Using the Top Ace Pilot 

The TOP ACE pilot can be used as a skilled wingman, to view any of the Tour 
of Duty cutscenes, or to fly any of the Tour of Duty missions (from HISTORICAL 
COMBAT) in any order. Note: Only cutscenes and missions from the original 
X-Wing (not Imperial Pursuit) can be accessed using TOP ACE. 


To use TOP ACE as a wingman: 

1. From the Pilot Assignment screen, click on the ship you want Top Ace to 
pilot. 

2. Select TOP ACE from the list of available pilots. His picture will appear and 
his name will highlight yellow. He has now been assigned to that ship. 


To fly any of the missions from the original three Tours of Duty: 

1. From the Registration Desk, select TOPACE as your pilot. 

2. Move the pointer to the door on the left and select ENTER SPACEPORT. 

3. Select HISTORICAL COMBAT by clicking on the center door on the upper 
level of the Spaceport. 

4. Click on the upper arrows until the desired tour is showing. 

5. Click on the lower arrows until the desired mission is showing. 

6. Click on the door to the right to select ENTER COMBAT BRIEFING. 

You will go to the BRIEFING ROOM to prepare for the mission. The briefing 
procedure is identical to previous missions. 


To view any of the cutscenes from the original three Tours of Duty: 

1. From the Registration Desk, select TOP ACE as your pilot. 

2. Move the pointer to the door on the left and select ENTER SPACEPORT. 

3. Select VIEW TOD CUTSCENES at the desk to the right on the upper level of 
the Spaceport. 

4. Click on the arrows to select desired cutscene. 

5. Click on the door to the right to VIEW CUTSCENE. 


If the Top Ace is unfortunately killed or captured while acting as a wingman, he 
can be revived. To do this: 

1. Select TOPACE from the list of pilots at the Registration Desk. 

2. Select MODIFY PILOT below the pilot information. 

3. Select REVIVE. 

The Tour of Duty cutscenes and missions may still be accessed, however the 
Top Ace will now be a Flight Cadet with a TOD Score of zero, and will have a 
ROOKIE skill rating. 


The Top Ace can also be restored to original condition. When Imperial Pursuit 
was installed on your hard drive, a backup copy of TOPACE.PLT was also 
installed, called TOPACE.BAK. To restore the Top Ace to full score and skill level: 

1. From the X-Wing directory (C'\XXWING>) type: copy topace.bak topace.plt 
and press RETURN. 

This will write over the old Top Ace pilot while still keeping the backup copy. 


COMBAT TACTICS 


Lieutenant Wedge Antilles has come up with some tactics that seem to be 
working against the Empire. Pay attention because they may save your behind 
from being laser-roasted. 

Historical Missions These missions have not been chosen at random. They 
recreate some very real situations you may find yourself in. Fly them and practice 
before you sign up for your first tour. 

Shield Strength It is crucial you keep your shields as charged as possible. As 
you know, all Alliance ships come equipped with power distribution capabilities. 
This means you can draw power from one system and transfer it to another. The 
best use of this is to constantly draw power from your laser systems and direct it 
to your shields, since lasers recharge faster than shields. To do this, keep shield 
levels recharging at normal rate, recharge lasers at either increased or maximum 
rate (F9) and direct power from lasers to shields until shields are at full strength 
(tap either SHIFT-F9 or the apostrophe (‘) key). 

I.D. Key Enemies The Empire uses the classic Decoy tactic when attacking a 
specific target, but it still fools many pilots. A group of TIE Fighters or Interceptors 
will feint an attack and occupy a pilot while the real threat sneaks in and destroys 
what we’re trying so desperately to defend. TIE Bombers are always a threat. 
When the Empire deploys a group of bombers, you can bet they’re not there to 
scrap with our fighters. 

Also, learn to use the map as a means of spotting attack patterns. If you notice 
a single TIE group surrounding one of our craft, that’s a sure sign they’re after it. 

The gun camera is another way to find out what is occurring around you. After 
an unsuccessful mission, go to the film room. Place the camera near the object you 
are defending and watch to see who attacks it. The Empire assigns specific flight 
groups to specific tasks. If, for example, TIE Bomber group Beta attacks a Frigate, 
then all Bombers designated Beta will attack the Frigate and all new groups of 
Beta in that mission will attack the Frigate. 

One other thing. Admiral Ackbar’s Shantipole Project has been working on a 
new fighter. It’s being built by Slayn and Korpil, and it’s a heavy assault 
starfighter. They’re calling it the B-wing and it should be combat-ready soon. 

Well that’s it. Get into your flight gear and report to the Briefing Room. Admiral 
Ackbar will give you the mission parameters. Remember, the Alliance is 
depending on each and every one of us to end the tyranny of the Empire. 

Good luck...and may the Force be with you. 
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TROUBLESHOOTING 


Memory Concerns X-Wing requires at least 571K base RAM in order to boot 
up. To receive speech, music, and digitized sound effects, X-Wing has a minimum 
requirement of 563K base RAM and at least 256K EMS. 

DOS 6.0 provides a memory management utility called MemMaker. Please refer 
to the documentation provided by Microsoft to learn more about the MemMaker 
utility and how its use may help you free up memory. 

If you are using DOS 5.0, you can utilize the EMM386 utility included with it. 
You may make a boot disk with DOS 5.0 that will set up the optimal configuration 
for running X-Wing with full digitized speech and sound effects. Do this by creat- 
ing a formatted floppy for your a: drive and adding config.sys and autoexec.bat 
files that are written as follows: 


autoexec.bat: prompt=$p$¢g config.sys: device=c:\dos\himem.sys 
path=c:\;c:\dos dos=high,umb 
device=c:\dos\EMM386.EXE 1024 
files=20 
buffers=20 


You may also add to the boot disk the relevant files your particular sound card 
and mouse require to ensure you will receive full support from these peripherals. 

If you are using DOS 5.0 and a third party EMS driver (QEMM,386 Max, etc.) 
and are having difficulties, please refer to that program’s original documentation 
to be certain it is installed and configured correctly. 


Compression Programs X-Wing will run optimally on an uncompressed hard 
drive. If you do choose to compress your hard drive, X-Wing’s performance may 
be affected. These effects may vary depending on the compression program you 
choose to run. 


Technical Assistance Our technicians are on duty from 8:30am to 6:00pm PST 
Monday through Friday. If you are having difficulties and are unable to solve 
them using the above suggestions, please contact us at (415) 721-3333 and we 
will be more than happy to assist you. When you call, please be either sitting in 
front of your computer or have a complete and detailed list of your machine’s cur- 
rent software and hardware configuration so that we may more readily assist you. 
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Special Thanks to George Lucas 


Notice: LucasArts Entertainment Company 
reserves the right to make improvements in 
the product described in this manual at any 
time and without notice. 

The enclosed software product and this 
manual are copyrighted and all rights are 
reserved by LucasArts Entertainment Compa- 
ny. No part of this manual or any of the accom- 
panying materials may be copied, reproduced, 
or translated in any form or medium without 
the prior written consent of LucasArts Enter- 
tainment Company. 

LucasArts Entertainment Company war- 
rants to the original consumer purchaser that 
the diskettes furnished in this product will be 
free from defects in materials and workman- 
ship under normal use for a period of ninety 
(90) days from the date of purchase (as evi- 
denced by your receipt). If any diskettes sup- 
plied as part of this product prove to be defec- 
tive, and provided that the consumer purchas- 
er returns the media to LucasArts Entertain- 
ment Company in accordance with the instruc- 
tions in the following paragraph, LucasArts 
Entertainment Company will replace any 
defective diskette: (a) free of charge to the con- 
sumer purchaser, if the diskette proves to be 
defective within the ninety (90) day period fol- 
lowing the date of purchase, and (b) if the 
diskette proves to be defective after the expira- 
tion of the ninety (90) day warranty period, 
LucasArts Entertainment Company will replace 
the defective media for a fee of $7.50 per 
diskette. 

To obtain a replacement diskette, please 
return the diskette only, postage prepaid, to 
LucasArts Entertainment Company, at the 
address below, accompanied by proof of date 
of purchase, a statement of the defect, and 
your name and return address. To replace 
defective media after expiration of the warran- 
ty period, send the diskette only, postage pre- 
paid, to LucasArts Entertainment Company at 
the below address, enclosing proof of pur- 
chase, a statement of the defect, your name 
and return address, and a check for $7.50 per 
diskette. LucasArts Entertainment Company 
will mail a replacement to you. 

THE SOFTWARE, DISKETTES, AND DOCU- 
MENTATION ARE PROVIDED “AS IS.” THERE 


IS NO WARRANTY OF MERCHANTABILITY, 
NO WARRANTY OF FITNESS FOR A PARTIC- 
ULAR USE, AND NO OTHER WARRANTY OF 
ANY KIND, EITHER EXPRESSED OR IMPLIED 
REGARDING THE SOFTWARE, DISKETTES, 
OR DOCUMENTATION, EXCEPT AS 
EXPRESSLY PROVIDED IN THE PRECEDING 
PARAGRAPH. ACCORDINGLY, THE ENTIRE 
RISK AS TO THE USE, RESULTS AND PER- 
FORMANCE OF THE SOFTWARE, DISKETTES 
AND DOCUMENTATION IS ASSUMED BY 
YOU. IN NO EVENT WILL LUCASARTS 
ENTERTAINMENT COMPANY BE LIABLE TO 
YOU OR ANYONE ELSE FOR ANY CONSE- 
QUENTIAL, SPECIAL, OR INDIRECT DAM- 
AGES RESULTING FROM POSSESSION, USE, 
OR MALFUNCTION OF THIS PRODUCT, 
INCLUDING WITHOUT LIMITATION, DAM- 
AGE TO PROPERTY AND, TO THE EXTENT 
PERMITTED BY LAW, DAMAGES FOR PER- 
SONAL INJURY, EVEN IF LUCASARTS 
ENTERTAINMENT COMPANY HAS BEEN 
ADVISED OF THE POSSIBILITY OF ANY SUCH 
DAMAGES OR LOSS. SOME STATES DO NOT 
ALLOW LIMITATIONS ON THE DURATION OF 
IMPLIED WARRANTIES AND/OR THE 
EXCLUSION OR LIMITATION OF INCIDENTAL 
OR CONSEQUENTIAL DAMAGES, AND THUS 
THE PRECEDING LIMITATION AND/OR 
EXCLUSIONS AND LIMITATIONS MAY NOT 
APPLY TO YOU. THIS WARRANTY GIVES 
YOU SPECIFIC LEGAL RIGHTS, AND YOU 
MAY HAVE OTHER RIGHTS DEPENDING ON 
THE LAWS IN YOUR STATE. YOU AGREE 
THAT THE LIABILITY OF LUCASARTS 
ENTERTAINMENT COMPANY ARISING OUT 
OF ANY KIND OF LEGAL CLAIM (WHETHER 
IN CONTRACT, TORT, OR OTHERWISE) WILL 
NOT EXCEED THE AMOUNT YOU ORIGINAL- 
LY PAID FOR THE USE OF THIS PRODUCT. 

™ and © 1993 LucasArts Entertainment 
Company. All rights reserved. Star Wars, 
X-Wing and all elements of the game fantasy 
are registered trademarks of Lucasfilm Ltd. 
Used under authorization. All rights reserved. 
?Muse is a trademark of LucasArts 
Entertainment Company. 

LucasArts Entertainment Company, P.O. Box 
10307, San Rafael, California 94912, USA 
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